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WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR 
NINTENDO? HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET 


CONTAINS IMPORTANT SAFETY INFORMATION. 







AOS 





This product has been rated by the 
Entertainment Software Rating Board. 
For information about the ESRB rating, 
or to comment about the 
appropriateness of the rating, please 
contact the ESRB at 1-800-771-3772. 


E.T, THE EXTRA-TERRESTRIAL IS A TRADEMARK AND COPYRIGHT OF 
UNIVERSAL STUDIOS. LICENSED BY UNIVERSAL STUDIOS LICENSING, 
INC. ALL RIGHTS RESERVED. 

NEWKIDCO AND LOGO ARE TRADEMARKS OF NEWKIDCO 
INTERNATIONAL INC. 


LICENSED BY 


NINTENDO, GAME BOY, GAME BOY COLOR, 

GAME BOY ADVANCE AND THE OFFICIAL SEAL ARE 
TRADEMARKS OF NINTENDO OF AMERICA INC. 
© 1989, 1998, 2001 NINTENDO OF AMERICA INC. 





VIDEO GAME SYSTEMS. 





THIS GAME PAK WILL WORK ONLY WITH THE 
GAME BOY? COLOR AND GAME BOY° ADVANCE 






Official 


seal of Quality 









THIS OFFICIAL SEAL IS YOUR 
ASSURANCE THAT NINTENDO 
HAS APPROVED THE QUALITY 
OF THIS PRODUCT, ALWAYS 
LOOK FOR THIS SEAL WHEN 
BUYING GAMES AND 
ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY. 
LICENSED BY SALE FOR USE 
ONLY WITH OTHER 
AUTHORIZED PRODUCTS 
BEARING THE OFFICIAL 
NINTENDO SEAL OF QUALITY. 
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CONTROL PAD 
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A Button 


B Button 
Start 


A BUTTON 


B BUTTON 


SELECT 


START 





use pods (E.T.)/jump (Elliott)/previous text 
fly bike (E.T. & Elliott)/advance text 
Inventory Menu 


Pause/Save Game Menu 





















Elliott on His Bike 

You can move Elliott and E.T. 
through the world by using 
the Controt Pap. E.T. can 
temporarily make the bike 
fly by pressing B BUTTON. 
This allows you 

take shortcuts 

and fly over 

some blocked areas. 
If you land on rocks, 
trees, or anything else 
you cannot ride on, the bike 
will flash and you will be 
returned to the takeoff location. 








E.T. 
Once in a “bottle cap” puzzle, move E.T. with the Contro Pan. E.T. can 
use special powers if he collects one of the green icons. E.T. will flash 
green when he has the ability to use his special power. The special 
power is different depending on which icon you collect. There are five 
special power icons: 





This allows E.T. to 
permanently freeze 
one square of water 
or any other liquid. 


This allows E.T. to float 
rocks over one square 

to activate switches or 

divert enemies. 


This allows E.T. to drop 
an icon that puts enemies 
to sleep. 


























This allows E.T. to float over one 
square of water, a section of wall, or 
anything else that might be in his way. 


This allows E.T. to temporarily disappear. 
E.T. will blink while invisible. As an 
indication that the effect is wearing off, 
E.T. will begin to blink quickly. 





Elliott 
Elliott can be used in a “question mark” puzzle. To switch 
between controlling Elliott and E.T., press B BUTTON. 


Elliott can jump over objects by pressing A BUTTON. Elliott 
can also push rocks by walking into them. 


Many of the “question mark” puzzles require you to use a 
combination of Elliott’s and E.T.’s abilities. Remember, both 
Elliott and E.T. must exit the puzzle for you to successfully 
complete it. 











INTRODUCTION 










E.T. Escape From Planet Earth 
iS a unique puzzle game in which 
you guide E.T. on a quest to 
“phone home” and escape planet 
Earth. You will have to outwit 
Earth creatures like bears, 
spiders, and scorpions, while 
keeping out of the sight of the 
FBI. It will be a difficult task, 

but with E.T.’s special powers 
and Elliott’s help, you'll be 

able to save E.T. and get d 
him home! £ 


Make sure your Game 
Boy® Color power switch 
is turned off. Then insert 
the “E.T. Escape From 
Planet Earth” Game Pak 
into your Game Boy® 
Color. Turn the power 
switch ON and wait until 
the “Title Screen” appears. 
















MAIN MENU 


Beginning a New Game 

If this is the first time you 
have played E.T. Escape 
From Planet Earth, the 
“Enter Name” screen 
appears after the “Title 
Screen.” Simply enter a 
name for the game, one 
character at a time, then 
select OK in the lower 
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right corner. as 





Te 


ELLIOTT... 


Fna 


PELETERIA A 





If there is already a previously 
saved game on the Game 
Pak, the “Select Game” 
screen appears after the 
“Title Screen.” To start a new 
game from this screen, 
choose a game slot without 
a previously saved game. 
Enter the name for the game 
then select OK in the lower 
right corner. 
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Continuing a previously Saved Game > 

Use Contro Pan UP and DOWN to select a previously saved game on 
the “Select Game” screen. Highlight the desired previously saved 
game and push A BUTTON. Then select LOAD by pressing A BUTTON. 


Erasing a previously Saved Game 

To erase a previously saved game, select it from the menu by 
pressing A BUTTON. Use Controt Pan to highlight the ERASE option. 
Press A BUTTON to confirm that you want to erase the game. A 
menu will ask if you are sure you would like to erase the selected 
game. Highlight YES and press A BUTTON to confirm that you 
would like to erase the game. 


INSTRUCTIONS 


Bottle Caps 

The object of E.T. Escape 
From Planet Earth is to 
collect enough bottle caps 
and other items to trade 
for the phone parts E.T. 
needs. To find a bottle 
cap, simply move Elliott’s 
bike to a spinning bottle 


cap icon on the map. This 
spinning bottle cap icon 
represents a puzzle. 


E.T. must collect bottle caps 
without Elliott's help. Once 
inside a puzzle, E.T. must 
find the spinning bottle cap 


and exit at the green arrow. If 
you successfully complete the 
puzzle, the bottle cap will no 
longer spin on the map. You 
can retry a puzzle you have 
completed, but you do not get 
another bottle cap. 


If you get stuck or cannot 
defeat a puzzle, you should 
press START and either EXIT 
the puzzle without the bottle 
cap, or RETRY the puzzle. 


If E.T. is hit by an animal 
or caught by a human the 
puzzle automatically restarts. 








Special Items 
There are special puzzles 
in the world in which 
Elliott and E.T. must 

work together. These 
puzzles are marked with 
a spinning question mark. 
Instead of bottle caps, 
each of these puzzles has 
a special item. This item 
is different depending 

on which piece you are 
looking for. There are 





baseball cards, comic books, 
glass bottles, tin cans, 

and even frogs.|f you 
successfully complete a 
special puzzle, the question 
mark will no longer spin on 
the map. To check which 
items you have collected, 
press the SELECT while you 
control Elliott on his bike. 



















Trading for the Phone Parts 
To find out how many bottle caps a phone part requires, visit the tree house in 
each area. The kid there is willing to trade his or her piece for a certain number 
of bottle caps and special items. There are five parts you need to get for the 
phone: a battery, a microphone, an antenna, a scanner, and a circuit board. 


Going to the Next Level 
After E.T. and Elliott have successfully traded for the piece they need, a 

signpost near the tree house begins to flash. If you ride the bike onto this 
signpost a menu will ask if you would like to go to the next level. Select 

YES or NO with the Controt Pap and then press A BUTTON. = 
To return to the previous level, use the signpost that appears near you c 
as you begin the next level. If you ride onto this signpost a menu will appear DP 
that asks if you would like to go to the previous level. Select YES or NO with 
the Controt Pap and then press the A BUTTON. 










































SAVING THE GAME 


To save your progress, make sure you are in control of Elliott on his 
bike. Press START, highlight YES, then press A BUTTON. A new menu 
appears in which you may select CONTINUE or QUIT. Select either 

option by pressing A BUTTON. Selecting the CONTINUE option allows 
you to keep playing, and selecting the QUIT option returns you to the 
title screen. 
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90 DAY WARRANTY 

NewKidCo International Inc. warrants for a period of 90 days from the date of purchase by the original purchaser of this 
software that the medium on which it is recorded will be free from defect in materials and workmanship. Defective media 
which has not been subjected to misuse, excessive wear or damage due to carelessness may be returned during the 90 day 
period without charge. Please return your defective action pak to the retail store from which you purchased it. 





REMEDIES 

NEWKIDCO's entire liability and the Customers exclusive remedy is (1) the replacement of any action pak not meeting 
NEWKIDCO's "90 DAY WARRANTY" above, or (2) a full refund of the purchase price if NEWKIDCO or the retailer is unable to 
deliver a replacement copy free from defects in materials or workmanship and the customer returns the software and user 
manual within 90 days of purchase as evidenced by the sales receipt. The remedies provided above are customer's sole and 
exclusive remedies. 








NO OTHER WARRANTIES 

Other Than the 90 Day Warranty above, the software and user manual are provides “As Is" without warranty of any kind, either 
express or implied. NEWKIDCO EXPRESSLY DISCLAIMS ALL OTHER WARRANTIES, EITHER EXPRESS OR IMPLIED, 
INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WARRANTY OF MERCHANTIBILTY AND THE WARRANTY OF FITNESS FOR 
A PARTICULAR PURPOSE, In no event shall NewKidCo International Inc. be liable for any direct, indirect, special, incidental or 
consequential damages with respect to the Software or the user manual. This Agreement and the 90 Day Warranty shall be 
governed by and all disputes shall be resolved in the Commonwealth of Massachusetts. 





CUSTOMER SERVICE 
Customer Service representatives are available between the hours of 9:00 AM and 6:00 PM (Eastern Time) 
Monday through Friday at 1-877-NEWKIDCO (1-877-639-5432). 





You may also write us at the following address: 


Customer Service 

NewKidCo 

250 West 57th Street, Suite 1020 
New York, NY 10107 





011105 











